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Safe Harbor 


This presentation contains "forward-looking statements" within the meaning of the Private Securities Litigation Reform Act of 1995. These statements, which may be identified by the use of forward-looking words or phrases, 

include expectations concerning our potential performance in the future and our ability to achieve our financial and business goals, future expenses and the anticipated benefits from the acquisition of Entertainment One (“eOne”). 

Our actual actions or results may differ materially from those expected or anticipated in the forward-looking statements due to both known and unknown risks and uncertainties. Specific factors that might cause such a difference 

include, but are not limited to: 

• our ability to design, develop, produce, manufacture, source and ship products on a timely and cost-effective and profitable basis; 

• rapidly changing consumer interests in the types of products and entertainment we offer; 

• the challenge of developing and offering products and storytelling experiences that are sought after by children, families and audiences given increasing technology and entertainment offerings available; 

• our ability to develop and distribute engaging storytelling across media to drive brand awareness; 

• our dependence on third party relationships, including with third party manufacturers, licensors of brands, studios, content producers and entertainment distribution channels; 

• our ability to successfully compete in the play and entertainment industry, including with manufacturers, marketers, and sellers of toys and games, digital gaming products and digital media, as well as with film studios, 
television production companies and independent distributors and content producers; 

• our ability to successfully evolve and transform our business and capabilities to address a changing global consumer landscape and retail environment, including changing inventories policies and practices of our customers; 

• our ability to develop new and expanded areas of our business, such as through eOne, Wizards of the Coast, and our other entertainment, digital gaming and esports initiatives; 

• risks associated with international operations, such as currency conversion, currency fluctuations, the imposition of tariffs, quotas, border adjustment taxes or other protectionist measures, and other challenges 
in the territories in which we operate; 

• our ability to successfully implement actions to lessen the impact of potential and enacted tariffs imposed on our products, including any changes to our supply chain, inventory management, sales policies or 
pricing of our products; 

• downturns in global and regional economic conditions impacting one or more of the markets in which we sell products, which can negatively impact our retail customers and consumers, result in lower 
employment levels, consumer disposable income, retailer inventories and spending, including lower spending on purchases of our products; 

• other economic and public heaith conditions or regulatory changes in the markets in which we and our customers, suppliers and manufacturers operate, such as higher commodity prices, labor costs or transportation 
costs, or outbreaks of disease, such as the coronavirus, the occurrence of which could create work slowdowns, delays or shortages in production or shipment of products, increases in costs or delays in revenue; 

• the success of our key partner brands, including the ability to secure, maintain and extend agreements with our key partners or the risk of delays, increased costs or difficulties associated with any of our or our 
partners’ planned digital applications or media initiatives; 

• fluctuations in our business due to seasonality; 

• the concentration of our customers, potentially increasing the negative impact to our business of difficulties experienced by any of our customers or changes in their purchasing or selling patterns; 

• the bankruptcy or other lack of success of one of our significant retailers, such as the bankruptcy of Toys“R"Us in the United States and Canada; 

• risks relating to the use of third-party manufacturers for the manufacturing of our products, including the concentration of manufacturing for many of our products in the People’s Republic of China and our 
ability to successfully diversify sourcing of our products to reduce reliance on sources of supply in China; 

• our ability to attract and retain talented employees; 

• our ability to realize the benefits of cost-savings and efficiency enhancing initiatives; 

• our ability to protect our assets and intellectual property, including as a result of infringement theft, misappropriation, cyber-attacks or other acts compromising the integrity of our assets or intellectual property; 

• risks relating to the impairment and/or write-offs of acquired products and films and television programs we acquire and produce; 

• risks relating to investments and acquisitions, such as our acquisition of eOne, which risks include; integration difficulties; inability to retain key personnel; diversion of management time and resources; 
failure to achieve anticipated benefits or synergies of acquisitions or investments; and risks relating to the additional indebtedness incurred in connection with a transaction; 

• the risk of product recalls or product liability suits and costs associated with product safety regulations; 

• changes in tax laws or regulations, or the interpretation and application of such laws and regulations, which may cause us to alter tax reserves or make other changes which significantly impact 
our reported financial results; 

• the impact of litigation or arbitration decisions or settlement actions; and 

• other risks and uncertainties as may be detailed from time to time in our public announcements and U.S. Securities and Exchange Commission (“SEC") filings. 



The statements contained herein are based on our current beliefs and expectations. We undertake no obligation to make any revisions to the forward-looking statements contained in this 
presentation or to update them to reflect events or circumstances occurring after the date of this presentation. 
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REVENUES 
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EBITDA I 

OPERATING CASH FLOW 

+5%cagr 

+100 

Basis Points 

Profit Expansion 

•Adjusted 

+8% 

^584M 

Average 

+5% 
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+12% 

Growth YOY 

•Adjusted 
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•Adjusted 

+14% 

•Adjusted 

’'‘653M 

2020 OUTLOOK FOR HASBRO’S STANDALONE BUSINESS 


Grow 

Revenues 


Expand Operating 
Profit Margin 


Grow Generate $600-$700M 

EBITDA of operating cash flow 



•Absent an unfavorable $78.5 million impact of foreign exchange; Adjusted Operating Profit and EBITDA reconciliations available in Hasbro’s Fourth 
Quarter and Full-Year 2019 Earnings Release issued on February 11, 2020 and available at https;//lnvestor.hasbro.com/lnvestor-relations 
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Medium-term Objectives 



Deliver mid-single digit revenue growth CAGR 
Increase operating profit margin to above 15% 


Improve from 2019 adjusted EBITDA margin level of high-teens 


Operating 
Cash Flow 


Generate operating cash flow of $600-$700M on average per year 


Debt Target 


Achieve gross debt to EBITDA of 2.0 to 2.5X over next 3 to 4 years 


Agenda 


Consumer Products: 

• Toys and Games 

• Licensed CP 

John Frascotti, President and Chief Operating Officer 
Eric Nyman, Chief Consumer Officer 

Casey Collins, General Manager and Senior Vice 

President, Global Consumer Products 


Gaming: Magic and D&D 

Chris Cocks, President, Wizards of the Coast 

Entertainment 

Darren Throop, President and CEO, eOne 

•1. _■ ^ . . i 


Olivier Dumont, President, Family & Brands, eOne 
Steve Bertram, President, Film & Television, eOne 
Samantha Lomow, President, Branded Entertainment, 


Hasbro & eOne 
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Deb Thomas, Chief Financial Officer 
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Tomorrow’s growth 
formats reflect evolving 
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Supermarket Category Hypermarket Online Discounter 
Specialist 

2 . 9 % 2 . 8 % 2 . 3 % 13 . 6 % 5 . 2 % 


Drug Convenience Cash and Apparel Department Mass 
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4 . 6 % 5 . 0 % 4 . 9 % 3 . 9 % 1 . 6 % 2 . 0 % 


Source: Kantar; values based on Kantar Retail iQ global coverage of retail chains 
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eOne’s journey; Key Milestones 



twilight 


2'A -.lES 


1990s 2007 2009 


2011 2013 


■ Music retail 

and distribution 


■ Filmed entertainment 

business launch 

• Entry into Europe 


• Full service global 
independent 
television studio 


• Presence across all 

key English language 
markets 


* Largest independent 
film distribution 

company in the world 












eOne’s journey; Key Milestones 



twilight 


1 ^ " '<1EB 


1990s 2007 2009 2011 2013 


■ Music retail 

and distribution 


* Filmed entertainment 

business launch 

• Entry into Europe 


• Full service global 
independent 
television studio 


• Presence across all 

key English language 
markets 


* Largest independent 
film distribution 

company in the world 






2015 

2017 

2018 

2019 

Peppa Pig goes global 

• Resurgence in Music 

• Award-winning 

• Ricky Zoom launches 

PJ Masks debuts 


premium content 

• Audio Network rounds out 

Strategic Investment 
in premium content 
partnerships 



end to end capabilities 


















Virtual 

reality 



Live 

events 


Licensing 


Global 

Sales 


Highest 

Quality 

Content 
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Artist 

mgmt 




Music 

; supervision 












Brand Blueprint 


Toys & 
Games 


/ 
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Publishing 
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Licensed 

Consumer 

Products 


Location Based 
Experiences 
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-L Digital 
* Gaming 


Esports 


TV & Film 
Digital Shorts 

Emerging 

Media 


Music/Artists 







Committed to 
Talent 
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Olivier Dumont 

President, Family & Brands, 
eOne 













video 
playing in 

room 



BRANDS 


PREMIUM 

CONTENT 

STRATEGY 


■■ RETAILER 
DIFFERENTIATION 


CHINA 









COMEDY 


PRESCHOOL KIDS 


CORE KIDS 


RANGERS 
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Content Distribution Strategy 




A 


HOW TO BEST SHOWCASE CONTENT? 









YOUTUBE 


TV NETWORKS 


SVOD PLATFORMS 

TV Series 2"*^ Window 
Original Content 


TV Series 
1®* Window 


Extra Content 
Based on a TV Series 
TV Series in 3 ^^ Window 
Original Content 


TOY & CONSUMER PRODUCTS 






LINEAR / NON-LINEAR / YOUTUBE 
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Steve Bertram 


President, Film & Television 
eOne 









video 
playing in 

room 


eOne is a Purely Agnostic Content Supplier 



YouTube 


WARNER lEDIA 


VUDU 



AT&T 



COMCAST 

NBCUNIVERSAL 



amazon 



Quibi < 



One 


NETFLIX 


UONSGATE 

STARZ 


I 



hulu 




MGM 


SONY 

viacoM ^ 

epix ®CBS FOX 
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audio only 



Scripted TV 
Unscripted TV 


Global Sales & 
Licensing 


Development 
Physical Production 
Features 


Acquisitions 
Marketing & 
Publishing 


eOne Provides Full studio Capabilities 

Through Distribution 


Production 


Distribution 
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JESSICA 

CHASTAIN 


GCUXN GlOS’ 


IDRIS 

ELBA 


ACAce/rv wnner 


KEVIN 

COSTNER 


MOLLY’S GAME 





HAPPIEST SEASI 


DEEP WATER 


STUDIO PARTNERSHIPS 







FROM THE DIRECTOR OF SKYFALL 
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Qexit 


PREMIUM AND BASIC CABLE 










scripted tv highlights 













HOW IT ENDS 


AWAKE 


NARNIA NETFLIX 


STREAMER 






















Unscripted TVhighlights 


•sDiscovery i aiTiazon i n 

C H A N N E 


NATIONAL 

GEOGRAPHIC 


HISTORY 


Ex on the Beach 
Making the Band 
Siesta Key 


Growing Up Hip Hop 
Tammy & Waka 
Untold Stories 


Strongest Men in History 
Brothers in Arms 


Naked and Afraid 
My Feet Are Killing Me 
Finding Escobar's Millions 


Legendary Catch 


LIFETIME 


Ready for War 


Ready Steady Go 

WOKE 

BAFTA 


• Murder in the Thirst 

• Chronicles; No 
Limit 


Hopelessly in Love 
Wendy Williams Doc 
Whitney Houston Doc 


Buried in the Backyard 
Dead by Dawn 
Uncovered 


Big Week at the Zoo 
Britain’s Favorite 
Christmas 

Great Yorkshire Show 
Made in Britain 
Yorkshire Vet 


What Remains 
Homicide City 


Love and Listings 
My Celebrity Wedding 
Snatched for the 
Wedding 


Beautiful Game 
Bidding Wars 


The Mind of Aaron 
Hernandez 


Global Citizen 
















Years a Slave 
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Key Library highlights 
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^ Hasbro Capabilities 
A eOne Capabilities 


Hasbro IP 


Consumer 

Affinity 


Brand ^ 
Centered i 
Development 
& Production 


e One 


Fresh New 
Voices 


Multi-Platform 
Distribution , 


Excelience in 
Storytelling 


Continuity and 
Renewal 







Samantha 

Lomow 

President, Branded Entertainment, 
Hasbro & eOne 
















New 

Storytelling 

for Active 
Entertainment 
Brands 


of Preschool 
Brands 


New Storytelling 
Formats for 

Non-Entertainment 

Brands 


Brands 


Re-activate 

Vault 
Brands via 
Story 


Protect long-term value of Existing Brands, unlock new revenue 
from Vault Brands and creation of New Brands 







In-Sourcing 
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BN NETFLIX 


NETFLIX 


FcmUy NETFLIX 


OLDER KID & ADULT 10+ 


PRESCHOOL 3-5 


Omni-channel, Consumer-focused Entertainment now under eOne 
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Feeding New Products and Experiences 
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VR BATTLE AREBA 







973M Views 

in 2019 
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26M Downloads 

in 2019 +25%! 
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BATTLE FOR THE GRID 


Strong foundation for New Storytelling Formats 
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video 
playing in 

room 


c^LIFE 
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MONOPOLY 


New 

Formats 



SCRABBLE 
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Launch 

New 

Brands 


In-Sourcing 

of Preschool 
Brands 


New 

Storytelling 

for Active 
Entertainment 
Brands 


New Storytelling 
Formats for 

Non-Entertainment 

Brands 


Re-activate 

Vault 
Brands via 
Story 


Protect long-term value of Existing Brands, unlock new revenue 
from Vault Brands and creation of New Brands 








































Deb^Thomas 

Chietf-in^ncial Officer 





►TURNED AROUND 
Europe 




► DELIVERED Financials 


UP 

5 %* 

Revenue 

$4.72B 

•Absent FX 


UP 

12 %* 

Operating 

Profit 

•Adjusted 


UP 

14 %* 

EBITDA 

$911M 

•Adjusted 


UP 

4 % 

Revenue, 


Absent FX 


Operating profit 
increased 


•Adjusted 


Delivered 

2019 

Objectives 


► GREW New Revenue Streams 


Investing in 


22 % 


Entertainment, 


Licensing and 


Digital Segment 


•Absent an unfavorable $78.5 million Impact of foreign exchange; Adjusted Operating Profit and EBITDA reconciliations available in Hasbro’s Fourth Quarter and Full-Year 2019 Earnings Release issued on 
February 11, 2020 and available at https://investor.hasbro.com/investor-relations 


► ACQUIRED 
eOne for 
Future 
Growth 


Digital Gaming 










Delivered Objectives 


2012 - 

2017 


2019 

Results 


2020 

Outlook 


r- 

REVENUES 

1 OPERATING PROFIT MARGIN ] 

EBITDA I 

OPERATING CASH FLOW 

+5%cagr 

+100 

Basis Points 

Profit Expansion 

•Adjusted 

+8% 

^584M 

Average 

+5% 

14.2% 

+12% 

Growth YOY 

•Adjusted 

»911M 

•Adjusted 

+14% 

•Adjusted 

’'‘653M 

2020 OUTLOOK FOR HASBRO’S STANDALONE BUSINESS 


Grow 

Revenues 


Expand Operating 
Profit Margin 


Grow Generate $600-$700M 

EBITDA of operating cash flow 



•Absent an unfavorable $78.5 million impact of foreign exchange; Adjusted Operating Profit and EBITDA reconciliations available in Hasbro’s Fourth 
Quarter and Full-Year 2019 Earnings Release issued on February 11, 2020 and available at https;//lnvestor.hasbro.com/lnvestor-relations 







One 


2019 Revenue and EBITDA Mix 






eOne Business Units 
Family & Brands 
Film & TV 
Music 


2019 EBITDA Margin 

62 % 

13 % 

20 % 


Revenue 


EDITDA 


■ Family and Brands 
□ Film & TV 

■ Music 


$208M 

43% 


*Total includes group costs of $53.7M 


i 


N@W Segment Reporting Structure 



\ Pre-eOne | 

2020 Post eOne Acquisition 

U.S. & Canada 

Commercial Toy and Game sales 
in U.S. and Canada, including 
Wizards of the Coast 

Unchanged 

International 

Commercial Toy and Game 
sales outside the U.S. and 
Canada markets, including 
Wizards of the Coast 

Unchanged 

Entertainment, 
Licensing & 
Digital 

Hasbro entertainment, licensing 
of Hasbro IP, digital gaming 
(licensed and owned) businesses 

Unchanged 

eOne 

L_ 

N/A 

Reflects eOne’s business 
prior to acquisition 


Future Periods 


Begin to transition commercial sales 
in U.S. and Canada of insourced 
eOne toys and games 


Begin to transition commercial sales 
outside the U.S. and Canada markets 
of insourced eOne toys and games 


Hasbro entertainment 
business will shift to reporting 
under eOne segment 



Include Hasbro 
entertainmer* 
business 





Revenues 


EBITDA 


/ Operating 
O Profit Margin 


$5.9B 


2019 Proforma Results Preliminary and Adjusted 















Plan to Deliver 

$130M Synergy Target 

by Year-End 2022 


Expectations 

$130M in synergies to be 
achieved by year-end 2022 


■ Costs to Attain Synergies ■ Synergies ■ Insourcing Synergies 



$65-$70M of Cash Expense to acquire, 
integrate and achieve synergies 


Significantly lower expense 
expected in future periods 


$50-$55M of cash outlays 
expected in 2020 



2020 


2021 


2022 











$5.9B PRO FORMA REVENUES 


2019 Net 
Revenues 

by Currency 

Pro Forma Combined 
Hasbro and eOne 



e One 



Canadian 
Dollar, 8% 


Australian 
Dollar, 2% 


Mexican 
Peso, 4% 


USD, 58% 


Euro, 12% 


British 
Pound, 8% 




Revenue & 


PRELIMINARY RESULTS 


EBITDA Phasing 


2019 


% OF FULL YEAR 2019 


Combined Hasbro and eOne 

012019 

Q2 2019 

Q3 2019 

04 2019 

Revenue 

20% 

21% 

31% 

28% 

EBITDA (adjusted) 

21% 

18% 

36% 

25% 


eOne fiscal year-end 2019 aligns to Hasbro’s first quarter 2019 






Impacts to 2020 Phasing 

• Magic: The Gathering and Dungeons & Dragons 
new games slated for late in 2020 

• Easter remains in Q2, but occurs 2 weeks earlier 

• Regain 2 shopping days in holiday 2020 vs. 2019 

• Frozen 2 and Star Wars major merchandising events in Q4 2019 

• Coronavirus could impact timing and level of shipments during 2020 


Combined Hasbro and eOne 
2020 forecast to have 
similar phasing as 2019 
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Entertainment 
















COST OF SALES 


Hasbro 2019 
Cost of Sales 


Board/Paper/Print 6.8% 

Resins 5.1% 

Electronics/Metals 1.9% 

All Other 2.8% 




Cost of Sales as a % of Revenue 


Revenue 
Cost of Sales 
Gross Margin 


100 . 0 % 
38.3% 
61.7% 


Labor 

Factory Overhead 
Freight/Import Costs 
Tooling 

Inventory Variances 


8 . 1 % 

6 . 8 % 

2 . 6 % 

1 . 8 % 

2.4% 


Total 


21.7% 


^ Costof Sales 383% ^ 
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PRCXBRAM 

AMORTIZATION 


Entertainment 



$UNS^29 


eOne Managing Program 
Production for Combined 
Organization 


MONSTER PROBLEMS 


2020 Program Production Amortization 
-9-10% of Revenues 
2019 Combined Spend $645M 


2020 Content Spend 

Estimated at $675-$750M 


BTelevision HFilm □ Music and Other 
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PRODUCTION FINANCING 


Low Risk. Low Cost 


Percentage of 

production 

budget 


1 75-85% green 

^^i2ht hurdle 


International sales to networks or SVOD 
15+% budget commitment 

Tax credits, e.g., Canada, California, Florida 
15-25% budget commitment 


Canadian Network 

10-15% budget commitment 


Commissioning US Network 

50% budget commitment 



underlying IP 


Production- 
specific & 
non-recourse 
special purpose 
vehicles 


Illustrative example, percentages are subject to change based on project 











ROYALTIES 


2020 


THEATRICAL 


■HSnns 

BlACKWim kAVA 

THE LAST DRAGON 


F T F R. N A I S 


VeNoh 


SEQUEL 


STREAMING 




Frozen n liiiui.HjijfiiLLnn. 


MANDALDRIAN 


MW 

THE FALCON ▲ 


SEASON 2 


WINTER SOLDIER 


THK PINAL XKAXON 
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GH^'STBUSTERS 

AFTERLIFE 




ns LEGEND OF THE TEN RINGS 


UNTITLED SEQUEL 


2021 
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ROYALTIES & ADVERTISING 
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PRODUCT DEVELOPMENT 






» 4* 






' gBFV~^» 








rS 

^ j iw 


■[iL'^ viU 















SD&A 


Sustainable 

Cost Savings 

Higher digital game depreciation 
and stock compensation 


Target just under 

21% Of 

revenue in 2020 


Going 

to 


. - 20 % 

W in 2022 as we 
achieve synergies 






INTEREST EXPENSE 
INTANGIBLE AMORTIZATION 
SHARE COUNT 



EPS Impact 
in 2020 


eOne and Other 
IP Investments 


^210M H10M 


Interest 

Expense 


Intangible Amortization 

(prior to fair valuing eOne assets) 


Share Count 






0^0^ Combined 
^ w Outlook 


% of Net Revenues 


2019 Pro Forma* 2020 Projected’* 


Comments Regarding 2020 Outlook 


Cost of Sales 

31.5% 

30.5%-31.5% 

Programming 

Amortization 

8.4% 

9.0%-10.0% 

Royalties 

10.7% 

10.0%-11.0% 

Product Development 

4.4% 

-4.4% 

Advertising 

9.0% 

9.0%-9.5% 

Intangible Amortization 

1.8% 

-$110M 

SD&A 

20.8% 

-21% 

Interest Expense 

~$220M 

-$210M 

Underlying Tax Rate 


21% 

Non-controlling Interest 

0.1% 

0.1% 


30.5%-31.5% Benefit of manufacturing diversification and favorable mix 
9.0%-10.0% Content spend forecasted ~$675IVI to $750IVI 


Partner Brand revenues planned to be 20-25% of total 2020 revenues plus eOne 
royalties and participations 


Driven by Hasbro investment in innovation and gaming 
New digital introductions and platforms driving efficiencies 


Reflects eOne acquisition; Subject to change due to completion of fair value 
purchase price accounting 


Sustainable cost savings offset by higher digital gaming depreciation and 
stock-based compensation 


Reflects debt to acquire eOne, as well as payment of eOne’s outstanding debt 
Could fluctuate by + or - 2% as we finalize the purchase accounting 
Dividend paid to minority owners of eOne assets 


‘Data excludes Non-GAAP charges and benefits during the periods as detailed in Hasbro’s year-end earnings releases, as well as eOne non-GAAP items incurred in 2019. 2019 Combined 
Preliminary data subject to change due to finalization of U.S. GAAP reconciliations. 2020 Projected excludes all one-time costs associated with eOne acquisition and integration and subject 
to change based on finalization of purchase accounting. Adjusted EPS will exclude transaction amortization and one-time integration and acquisition related costs. 


Long History of 

Returning Cash to Shareholders 





2013 2014 2015 



2016 2017 2018 2019 


■ Dividend Payment h Share Repurchase 


t Dividend +10% 
CAGR through 
2019 


10 Years 

$4.7B 



Gross Debt to EBITDA 
target of 2.0 to 2.5X over 
the next 3 to 4 years 





































Capital 

Priorities 

^ INVEST in long-term profitable growth of Hasbro 

^ RETURN excess cash to shareholders 

• Committed to maintaining dividend 

• Suspended share repurchase 

► STRENGTHEN balance sheet 

• Return to gross Debt to EBITDA target of 
2.0 to 2.5X over the next 3 to 4 years 

• Goal of maintaining investment grade rating 


2020 1 
TARGETS A 


$600-$700MS?j:Sie 

OPERATING CASH FLOW 



Maintain ^ 
Investment 
. Grading i 


DIVIDEND 

PAYMENT 


Opponent 


$160M-$180M 

CAPITAL EXPENDITURES 



De-Leveraging Path 


2020 

Limited progress on 
de-leveraging due to 
synergy timing 


~$210 million dollars 
in interest expense 


Free Cash Flow 

Most free cash, after 
dividend payment, to 
reduce debt 


2023 

Expect to reach Debt 
to EBITDA target of 
2.0 to 2.5X over the 
next 3 to 4 years 


Achieved through 
both debt reduction 
and expected 
EBITDA growth 


4.48X 



Gross Debt to EBITDA 


Next scheduled major 
debt maturity is 
$300M due in 2021 






2.0 to 2.5X 


over the next 
3-4 years 



2019 


20 


0^5 


r/' 









Medium-term Objectives 



Deliver mid-single digit revenue growth CAGR 
Increase operating profit margin to above 15% 


Improve from 2019 adjusted EBITDA margin level of high-teens 


Operating 
Cash Flow 


Generate operating cash flow of $600-$700M on average per year 


Debt Target 


Achieve gross debt to EBITDA of 2.0 to 2.5X over next 3 to 4 years 


Brand Blueprint 


Toys & 
Games 


/ 

/ 


Publishing 


I 


\ 
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Licensed 

Consumer 

Products 



Location Based 
Experiences 
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Digital 

Gaming 
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\ 


. Esports 

I 
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I 

TV & Film 
Digital Shorts 

Emerging 

Media 


Music/Artists 











